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From The Editorial Staff 


Hi everyone and welcome to the 37th issue of the Official SMITE Magazine! 
If this is your first time stumbling upon us, what you see before you is 

the result of a community project turned official Hi-Rez Studios product! 
Even though this is an official magazine, the staff is completely comprised 
out of community members, sharing the same passion for the game 

that we're all here for, SMITE. If this is your first issue, you can find all 

our past issues on our website at http://gameonmag.com/smite. 


Cu Chulainn takes centre stage this month as our cover story for Who Is. 
We delve into his origin story and learn a little more about his character 
from a gameplay perspective. Turn to page 16 to read all about it! 


For all you technical enthusiasts out there, SMITE 101 makes a comeback in 
this issue! This particular series will focus on providing in-depth guides to 
sharpen your SMITE skills. Be sure to keep a lookout for this series if you're 
a beginner in SMITE or even if you've already been playing for a long time. 


Have you ever came across the situation where you pick a god to 
play but you're unsure of the items that god thrives upon? Well, 
look no further than our Let’s Build section for this month as those 
questions are answered for Nemesis, Goddess of Vengeance! 


This month also witnessed the Summer Finals for console and PC come to 
an end. Our eSports people have been really busy covering those events just 
for you, the readers! In this issue, we have summaries of how the games 
went down and also some Statistics on the potency of the early game meta. 


Well then, enough with the introductions. Get on with the rest of this 


issue and enjoy the 37th issue of the Official SMITE Magazine! 


Steve Greenfield Timothy Tian 
Managing Director Editor 
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Finals Summary 


Flavour ofthe Month 


Cu Chulainn 
Hound of Ulster 
Cupcake 


WARNING - Over consumption will cause you to go into a rage 


Side Effect - Some may experience large outbursts of rage which 
can lead to abnormal body growth 
(Hulk like state) 
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LET'S BUILD NEMESIS 


By Coby Bartolucci ~~~ 


emesis has found her way into the meta 

once again, mainly in the jungle. She 

has always been an excellent tank- 
shredder and a useful god in just about any team 
composition. However, I've been testing different gods 
in solo lane lately and have decided to give Nemesis 


a shot there. So let’s build a solo lane Nemesis! 


My typical solo lane start consists of Death’s 
Toll and Bumba’s Mask, which is what | suggest with 
Nemesis. Personally, | start by levelling her dash, 
as It does more damage to clear more quickly. Begin 
at the blue buff, clear it, and move into lane. This 
is advantageous for a few reasons. Nemesis clear 
early game Is quite poor. Therefore, you would have 
to sit under tower in order to farm properly in lane. 
Secondly, you will likely get to lane in time to clear 
at least half of the wave, if not most of it. This will 
ensure that you reach level two before your opponent, 


which Is important with any assassin in solo lane. 


Once you reach level two, | suggest unlocking 
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“Slice and Dice” [your cone attack). In terms of 
leveling abilities, my suggestion is maxing your “Slice 
and Dice”, then your shield, then your dash, all the 
while putting points into your ultimate when possible. 
The reason | suggest leveling your shield before your 
dash is because the heal Is so effective, as well as the 
capability to counter high damage characters with it. It 
reflects so much damage, while letting you stay in the 


fight almost twice as long, usually resulting in a kill. 


Alright, back to items. So, after Death's Toll 
and Bumba’s Mask, the next item is obviously your 
boots. | suggest Ninja Tabi in solo lane because of the 
extra mana, as well as attack speed. Attack speed 
is fantastic for Nemesis. After Ninja Tabi, you have 
a choice to bridge with Mark of The Vanguard [if you 
feel comfortable spending the gold), or else moving 
on to a full item. | would only recommend building 
Mark of The Vanguard if either the enemy solo-laner 
or jungler has damage-over-time in their kit. It simply 
isn't necessary otherwise because of her shield. 


The rest of the build is very interchangeable, but | do 
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have five specific items | think would be best. First, 

| suggest building protections. In most situations, | 
would build Breastplate of Valor for the mana sustain 
and cooldown. Once it’s online, you will be surprised 
how well you can fight your opponent. | know that 
right now, Mystical Mail is very popular. However, for 
a Nemesis, that cooldown will help you way more 
than the damage from the aura. You can deal a lot 

of damage if you use her shield effectively. If you are 
somewhat ahead, | suggest building Stone Cutting 
Sword next. The extra movement speed is amazing for 
Nemesis. Plus, its passive adds to her ability to shred 
protections. If you need magical protections at all - for 
example, If the other team has a magical jungler - | 
suggest building Shifter’s Shield after Breastplate 
instead of Stone Cutting Sword. If you're simply 
behind, | would build Void Shield after Breastplate. 
Those three should all be built, but the order is 
situational. For that fifth full item, you can just sell 


Bumba’s Mask. So, let’s look at the build thus far: 


If ahead: 

Bumba’s Mask 

Death's Toll 

Ninja Tabi 

Breastplate of Valor 

Stone Cutting Sword 

Void Shield 

Sell Bumba’s, buy Shifter’s Shield 


If in need of magical prots: 
Bumba’s Mask 
Death's Toll 
Ninja Tabi 
The Official SMITE Magazine Issue #37 


Breastplate of Valor 

Shifter’s Shield 

Stone Cutting Sword 

Sell Bumba’s, buy Void Shield 


If behind: 

Bumba’s Mask 

Death's Toll 

Ninja Tabi 

Breastplate of Valor 

Void Shield 

Shifter’s Shield 

Sell Bumba’s, buy Stone Cutting Sword 


So now, we only have one item left. My suggestion 
is to sell Death’s Toll and build The Crusher. However, 
this item slot is super flexible. Jotunn’s Wrath is 
also a good option for more cooldown reduction. 


For extra magical protection, Shogun’s Kusari is 


fantastic, as well as either Spirit Robe or Mantle 


Artwork by Antonia Mitchell 
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of Discord if you're looking for a more defensive 
option. My personal final build will look like this: 

Ninja Tabi 

Breastplate of Valor 

Stone Cutting Sword 

Void Shield 

Shifter’s Shield 

The Crusher 


For a Nemesis, this build is quite obscure. 
However, as a Solo lane god, your job is to bully 
in your lane. Then, in team fights, you will have a 
jungler to do most of the damage. You just need to 
use your ultimate on the tank, slow the backline 
with your “Slice and Dice”, and blow them up 
with your reflective shield. The effectiveness of 
Nemesis’ abilities greatly outweigh her personal 
damage output when she is in the solo lane. You 


will be very tanky and extremely tough to kill. 
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Using her effectively will take some practice, but 


you should find that she is a lot of fun in solo lane. 
And if you want even more of a challenge, try her 


in the support role... but that’s for another time. 


By Coby Bartolucci 
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ARTICLE 


SMITE 101: TRAVERSING THE 
CONQUEST MAP 


ou are invited to take a brief journey 

through the conquest map and discover 

things you never thought you'd learn in 
‘the many hours you've spent battling in SMITE’s 
most revered game mode. To help us along our 
journey we will need the assistance of a few tour 
guides to teach us about the dimensions of the 
map, travel times to.various places on the map, 
and interesting jungle lanes and openings. This 
guide will have the greatest benefit for junglers, but 
can also be helpful for any player who's interested 


in learning more about the conquest map! 
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By Bill Bouchard 


Map Dimensions 


Unfortunately, there 


are no official dimensions 


of the conquest map readily 
See online, which is 
why we will have to rely on the ultimate of our first 
aan guide, Janus. As some may know, zilyex can 
teleport through up to 500 units of Janus’ ultimate. 
The ability travels in a straight line across the map 
which means it acts as a pretty good ruler. We can use 
the 500 unit measurement to do a very rough estimate 


of the map’s dimensions. After using two and a half 
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ultimates starting from the ally fountain (500 units 
represented by the red and blue dots) it is estimated 
that the map is 1200-1250 units long. Two ultimates 
were used to measure the width of the map which is 
approximately 900-1000 units. These dimensions give 


us a general overview of how we can effectively move 


around the map and time our ganks and rotations. 


Travel Times 


For the next part of 


the tour, we will turn to 


long it takes to travel to certain areas of the map. 


everyone's favorite guardian, 


Ymir, who will show us how 


Weare using him because he has the lowest base 
movement speed (360) and no movement abilities, 
making the times close to how he would travel in a 
real game. Our first measurement will be the most 
important of all. We will measure how long it takes 
Ymir to travel from point A to point B on the following 
map with no items, no yellow buff, and no other 
movement advantage of any kind. Note that the two 


points have been chosen because there is a fairly 
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straight path between them through the jungle. 


It turns out that it takes Ymir approximately 37 


seconds to get from point A to point B on this map. 
This is good to acknowledge because we cannow 
compare a full map rotation to the spawning of minion 
waves which occur every 30 seconds. In theory, an 
Ymir could clear a wave, walk over to the other side 
of the map and only be seven seconds late to the next 
wave. Those 37 seconds reveal an important aspect 
of mobility on the conquest map and a character's 
ability to move freely between lanes without worrying 
about the timing of minion waves. We can also look 

at other travel times for Ymir to see how long it takes 
to walk to other places on the map. These times 

will be measured without items and movement 


speed buffs and will use the best pathing possible. 


Fountain to Fountain: 58 seconds 

Fountain to Mid Tier One Tower: 23 seconds 
Fountain to Fire Giant: 32 seconds 

Fountain to Gold Fury: 32 seconds 

Fountain to Ally Speed Buff: 25 seconds 
Gold Fury to Fire Giant: 22 seconds 


ARTICLE 


Looking at these numbers, it’s interesting to 
see that it takes almost a full minute to walk across 
the length of the map. In addition, it roughly takes 
the same amount of time to walk to gold fury from 
the fountain as.it does to get to the fire giant from 
the fountain. Measuring travel times for any god can 
be a great asset for planning ganks, keeping track 
of minion waves, and thinking about how to path 
through the jungle. Understanding how you travel 
around the map allows you to rotate more effectively 
and optimize the way you clear camps. It can mean 
the difference between an adept player and a master. 
With that being said, let’s do an experiment and see 


how quickly we can get our Ymir across the map. 


In the next scenario, our Ymir will travel from 
point A to point B with the speed buff, traveler's shoes 


(18% movement speed + 14% from passive], winged 


_ blade [10% movement speed], relic dagger (10% 


movement speed], hastened fatalis (10% movement 
speed], witchblade (10% movement speed}, and rod 
of Asclepius (10% movement speed). In addition, 
he will use a blink relic right away and then use a 


Sprint relic afterwards. Let’s see how he does... 


With these items and buffs included, Ymir can 
travel the width of the map in 20 seconds! That 
cuts off an astounding 17 seconds from his original 

time. It would probably not be wise to go with this 
type of build in a real game, but it does illustrate 


some interesting/superfluous possibilities... 
Jungle Lanes and Openings 
Our final tour guide on the 


conquest map will be none other 


than Mercury, who is going to 
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show us some nifty lane openings in the jungle with 
his ultimate. On the following map, you can see 
several colored lines, each representing a lane in 
the jungle that Mercury can travel through using a 
fully charged ultimate. You may be wondering why 
these lines are important, and the answer can be 
summarized in one word: vision. The conquest map 
is So wide open now that it’s basically a football field. 
There are many ways to spy on enemies and check 
on buffs and peek through openings. When looking 
at the following map, think about all the different 
things you'd be able to see with each line. You could 
check on the gold fury with the red line, see back 
harpies from solo with the purple line, keep an eye 
on oracles from the light blue line, see your own 
yellow buff from the yellow line, look at the order side 
back harpies from the white line. The advantages 


of truly seeing the jungle and its idiosyncrasies 


_ can help you outthink the enemy. If you spend time 


exploring the conquest map and looking at the fine 
details, you can begin to discover things that you 
never knew existed before. You can train yourself to 


use corners strategically and predict where enemies 


may be hiding. You can use muscle memory to 
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travel to your camps, and even hit Sylvanus pulls — 
% throug h walls at a reasonable success rate. This 3 
Ss guide was created with the intent to inspire players — os Sie eae nae se : 
to make their own discoveries. The conquest game ; | | 
mode is a puzzle waiting to be solved. Go solve it! 
: ~ By Bill Bouchard : 
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WHOIS ... CU CHULAINN 


By Timothy Tian = ~~~ 


The Celtic pantheon gains its third member as Cu Chulainn 
makes his way to the Battleground of the Gods. 


he legend of Cu Chulainn finds its roots 
in the Ulster Cycle of Irish mythology 
which contains within it the stories of 
medieval heroes of the Ulaid. He was not always 
known as Cu Chulainn. At birth, the name Setanta 
was bestowed upon him. The change was a result 
of an event from his childhood. The king of Ulster, 
Conchobar, had invited Setanta to a feast hosted 
by a smith who went by the name of Culann. Upon 
arrival, Setanta was faced against a ferocious hound, 
let loose by Culann to protect his house. However, 
Setanta was unnerved by his unsuspecting opponent 


and killed the beast. Culann was devastated by the 
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loss of his guard after finding out about the news. 
Feeling the effects of guilt and responsibility, Setanta 
promised to train a new dog as a replacement and 
volunteered himself as the protector of Culann’s 
home in the meantime. His actions left the druid, 
Cathbat, impressed and from that moment on, 

he declared that Setanta would now be known 


henceforth as Cu Chulainn or ‘Culann’s Hound’. 


As a warrior, Cu Chulainn was well-known for 
his battle prowess which he has shown time and 
time again throughout the many adventures in his 


short but eventful lifetime. His feats; however, were 
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not accomplished by ability alone - he had a wildcard 
up his sleeve and that was his terrifying battle 

frenzy or ‘riastrad’ which activates when enraged. 
During this time, he undergoes a transformation 


into a monster that knows neither friend nor foe. 


Cu Chulainn’s life was not to be a long one 
even though at times, he was considered near 
invincible. This was foretold in the form of a prophecy 
during his childhood. Cu Chulainn overheard a 
conversation between the druid Cathbad and a 
group of boys. He mentioned that anyone who 
takes up arms that day would have everlasting 
fame. Greatly wishing this for himself, the seven 
year old Cu Chulainn goes to Conchobar and asks 
for arms. In his hurry, Cu Chulainn missed the 
second part of Cathbad’s statement. While those 


who takes arms on that day would be legends, 


they are also doomed to live a short life. 
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In SMITE, Cu Chulainn reclaims his spot as a 


Warrior as he roams the field of battle once again. 


Cu Chulainn’s Passive is called Berserk, a 
buff which directly mirrors his battle frenzy or 
‘rfastrad’. His mana involves a unique mechanic 
which separates him from the other gods in terms 
of gameplay. Cu Chulainn’s pool mana is capped at 
100 and can only regenerate up to 25. The are only 
two ways in which he can gain mana above 25. Using 
abilities would be one of them. Each ability (with the 
exception of Vent Anger) returns a specific amount 
of mana with each use. Cu Chulainn also gains 
mana whenever he or his allies receive damage. 
Once his mana goes above 85 for 3s, he unleashes 
his battle frenzy and goes berserk. Cu Chulainn 
transforms into his monstrous form and gains power 


and a health shield. Players should aim to time this 
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transformation such that he goes Berserk in 
teamfights. This is because his abilities have 
additional effects during this period which may help 


in placing large battles in Cu Chulainn’s favour. 


Since his Passive allows him to interchange 
from one form to another, his abilities also reflect 
these changes. Cu Chulainn’s first ability is Barbed 
Spear. He thrusts his spear in a straight line in front 
of him and deals damage to everyone in his way. 
Minions hit are stunned while gods hit will have 
their healing reduced. When Cu Chulainn goes 
Berserk, this ability transforms to Ground Slam. 
The ability works in the same way as Barbed Spear. 
The only difference this time is that enemies hit are 
rooted. Barbed Spear/Ground Slam serves as Cu 
Chulainn’s main form of wave clear. Being able to 
stun minions and reduce an enemy's healing puts 
him at an advantage, especially during the laning 
phase. Ground Slam has the root Crowd Control 


which would be better suited in teamfights. 


No matter how angry anyone gets, In time, all 
that anger has to be released. That fact brings us to 
Cu Chulainn’s second ability, Vent Anger. He releases 
all that rage in the form of superheated steam which 
increases his movement speed and drains his mana. 
Every .0s for 6s, Cu Chulainn’s anger is released as 
an aura which damages nearby enemies. During his 
Berserk form, this anger is continuously released 
and enemies will continue to receive damage as long 
as they remain within the range of this ability. Vent 
Anger serves as an additional source of damage 
as well as a method to return to his normal self 


since using this ability does not return mana. 


Cu Chulainn’s third ability, Salmon’s Leap/Furious 
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Charge brings his spear into play once again. He 
drives his spear into the ground and vaults over it. 
Enemies at the landing location will receive damage. 
In his Berserk Form, Furious Charge works like a line 
ability’ instead of a ‘ground target’ like Salmon’s Leap. 
He charges forward towards his enemies, dealing 
damage and pushing all enemies back with him. 

Once again, Salmon’s Leap works as an additional 
source of damage. This time, it may also be used as 

a means of escaping when caught in a bad situation. 
The same goes for Furious Charge. The Berserk form 
of this ability has additional offensive capabilities 
since it is able to put enemies out of position, 


allowing Cu Chulainn to grab an assist or two. 


Cu Chulainn brings about destruction all around 
him in his Ultimate, Spear of Mortal Pain/War Cry. 
He swings his spear in a large radius around him, 
dealing damage to all enemies hit and knocking 
them up. If itis used during his battle frenzy, Cu 
Chulainn lets out a terrifying yell which damages 
enemies, causing them to Tremble, an effect similarly 
seen in Cabrakan’s Tremors. This time around, both 
forms of his Ultimate present a form of hard Crowd 


Control which can be used in Cu Chulainn’s favour. 


In the laning phase, there would be two different 
scenarios and Cu Chulainn should aim to deal with 
them in specifically different ways. If his aim is to 
maintain his position in the lane while getting a slight 
push without engaging the enemy, it would be best 
for him to remain in his normal form and not waste 
his Berserk potential. Using Vent Anger allows him 
to remain in this form since it does not return mana. 
If his mana mark Is about to reach 85, activate that 
second ability to bring the mana number down. 


On the other hand, if Cu Chulainn wishes to go on 
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the offensive against the 
enemy, he should aim to 
be right below the tipping 
point of transforming 
into the monster through 


Berserk. Engaging in this 


form gives Cu Chulainn a 
huge advantage with the 
additional power and health 


shield that he gains. 


This setup is even 
more important during 
teamfights. Cu Chulainn has 
huge teamfight potential 
with all the Crowd Control 
he possesses. However, they 
mostly become accessible 
only in his Berserk form. 
Be sure to dive into the 
fray when he Is about to 
go Berserk to see the 
maximum potential of Cu 
Chulainn. If he does not 
need his Berserk form, 
always look to Vent Anger 
to release some of that 


rage and calm him down. 
Artwork by Miri 


Cu Chulainn brings to the table a very 
interesting mechanic in which he Is able to change 
forms through the control of his mana. Already 
a legend in his own right, it might not take long 
for Cu Chulainn to be proclaimed once again 
in a different realm, the land that is SMITE. 


By Timothy Tian 
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irst they came for Asgard, and I did not 


speak out - for | did not reside there. 


Its rainbow gleam was overtaken by flames, 

cutting the realm of Aesir off from the rest of the 
cosmos. The fire giant Surtr had already passed 
through, igniting the ground where he stood. His 
rage burned as fiercely as the flames he brought 


to life, and Asgard itself would feel his fury. 


Raising myself from the watery depths, | had 
a wondrous view of the chaos. Citizens running 


and screaming in terror. Brothers turning on 


each other. Hundreds upon thousands lying 
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The Bifrost shone unusually bright that night. 


END OF TIMES 


By Courtney Zammit ~~~ 


in the streets dead, with even more destined 
to join them. The Fates’ prophecy had finally 


come to pass- Ragnarok was upon us. 


Glancing to the sky, Sol and her brother Mani 
had vanished. The wolves of the cosmos, having 
finally devoured their prey, turned their attention 
elsewhere. Both sun and moon were fed upon, 
plunging the skies into darkness. Only the stars 
remained alight in the universe. Fire was all that 


remained to give vision to the battlefield before me. 


| was going to enjoy every moment of this. 
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Then they came for the wolf, and I did 
not speak out - for I did not hear his plea. 


A howl sounding from the deep awoke me from 


my thoughts. It seems that Fenrir finally broke 
free from his bonds. The entire realm trembled 
from his rage- or was that my excitement? It does 


not matter. He Is free and his target Is not far. 


“Foul beast! You may be strong, but | am 
unafraid! | am Odin! | have slain many and guided 
more to victory! Even the great Frost Giant, 

Ymir, could not best me! The Fates are wrong, 
and | shall not lose to a simple creature such as 
yourself!” Brandishing his spear, the Allfather 


roared down to the wolf, but he was not alone. 


Standing alongside Odin was perhaps the one God 
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that meant for the battlefield, the embodiment of 
Justice and Law himself. Tyr had no words to spare 
for the wolf. Instead, his face remained stoic- the 


only emotion he dared to show was determination. 


A voice rumbled from deep within Fenrir. 
With venomous words that even | was jealous 
of, he taunted the two men. “Allfather, your 
destiny has come! Gleipnir no longer binds 


me! | have come for revenge and blood!” 


With Asgard ablaze behind them, both 
sides waited for each other to make the first 
move. Odin, with his spear facing out. Tyr, 
holding his sword at his side, ready to swing. 
Fenrir, his teeth glistening with desire. The 


time for words was over. This was war. 
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Then they came for the Gods, and | __ 


did not speak out - for I did not care. 


A glitter of a blade caught my eye. There 
pt) was no mistaking the laugh that accompanied it. 
- | _ My father, the master of trickery and master of 


deceit was free as well. Was it Sigyn that turned 
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him loose? Did he find a way out himself? It 
does not matter, | suppose. What did hold some 


significance was the man opposing him. 


There is one man in all of Asgard that actively 
watched for this day. He alone guarded the Bifrost. 


Heimdallr, the son of Nine Mothers. There were 
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many things to his name- recovering Freyja’s 
favored necklace while battling Loki, bestowing 
knowledge and wisdom to himself by drinking from 
the well, Mimisbrunnr, which resides at the base 

of the world tree, even being the most honorable 


of all Gods. However, none of that mattered now. 


No amount of preparation could protect 
Heimdallr. His past accomplishments meant nothing 
at this moment. Honorability? This means nothing 
during war. If | had learned anything from my father, 
it was that fighting an honorable fight was useless. 


At the end of the battle, the one who remains alive is 


the victor. Sometimes a backstab or two is necessary. 


“| have been waiting for you,” came 
the soft timber of Heimdallr. “It seems you 


finally broke free from your prison, Loki.” 


“Do not address me as if we are friends, 


watchman,” spat Loki. “You know why | am here.” 


Standing up from his throne, Heimdallr 
rose to his full height. He drew his sword, 
Hofung, and faced the Trickster God. Loki 


raised his daggers in response. 


“Then come. Let us face destiny.” 


Then they came for me - and there 


was no one left to speak for me. 


A flash of lightning illuminated the 
ground before me. Narrowing my eyes, | 


knew immediately who stood in my way. 


“So,” | spoke. “You finally decided to stop 


hiding and seek me out, Thor Odinson.” 
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Another flash of lightning. His face was visible 
for a brief moment, long enough to see the mix of 
anger and grief etched in his features. His armor 
was cracked and coated in the blood of many that fell 


before him. The famous hammer hung by his side. 


“| do not wish to do this.” Thor's voice was 
quiet- just barely able to be heard over the 


war behind him. “It cannot be time yet.” 


“Fool! What you want does not matter!” Anger. 
How dare he believe his fate to be more important? 


“You'll pay for your ignorance with your life!” 


Alas, the fates did not smile upon me this day. 
While | did manage to land a few critical blows to 
my foe, he was able to do the same. There would 
be no true victor between us. Even as my vision 
begins to darken and my life starts to drain away, 
| smile inwardly. Thor's paces devolve from a slow 
pace to a stumble, then finishes with a dull thud 
as he hits the ground. His faint breath mirrors 
my own as we both cling to the last dregs of 


life, and the world around us falls to pieces. 


There will be no more gods. There will 
be no more men. For | am Jormungandr, 


and this truly is the end of times. 


By Courtney Zammit 
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IS THE “EARLY GAME META” 
DEAD? 


nnn 


f you've ever played SMITE or watched 
competitive SMITE, you've heard the complaints 
around the supposed Early Game meta. 
Regardless, the first half of Season 4 saw the early 
game dominate the SPL. Snowballing appeared 
to be out of control, with early game pressure 
being paramount to winning the game. However, 
Dreamhack seemed to change that. Games lasted 
longer and late game gods emerged as dominant, 


leading to the early game mattering less and less. 


Game Time: 

During the Summer Split, the average game lasted 
30 minutes and 16 seconds, with a standard deviation 
of 20 seconds over 112 games. The Dreamhack 
Valencia games, on the other hand, lasted 35 minutes 
and 35 seconds (nice double number there) with a 
standard deviation of 25 seconds over 21 games. The 
Dreamhack games lasted over 5 minutes longer than 
the Summer Split games, an increase of 17.4%. This 
may seem like a rather insignificant difference, but 
if you look a little deeper it becomes more apparent 
why the extra time is valuable. The longer a game 


lasts, the more time a team has to comeback. 
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Perhaps the best example of that is the Trifecta vs. 
NRG Esports set. In Game 2, Trifecta raced out to a 
huge lead, but they had difficulty ending the game. 
Eventually, every member of Trifecta hit level 20 and 
finished their builds, and their lead started to mean 
less and less as NRG hit 20 and got closer and closer 
to finishing their builds. NRG went on to win that 
game, despite being down over 15,000 gold, which 
most would consider insurmountable. A comeback 


like that is the benefit of having a longer match. 


God Picks: 

After discussing game time, It seems appropriate 
to talk about the God of Time, Chronos. Our favorite 
blue-skinned timelord was picked or banned 13 
times and held a 100% winrate over the course of the 
tournament. Chronos was dominant, especially in 
the hands of Dignitas’s Zyrhoes and NRG’s Emilitoo. 
It'll come as no surprise that most of the Chronos 
bans came against those two teams. We all know 
that Chronos is at his strongest in the late game, 
and he thrived in these Dreamhack sets. Moving on 
to other late game gods, Rama had a surprisingly 


high winrate. This other blue-skinned god won 7 of 
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his 10 games, yielding the highest winrate of any 
ADC with at least 3 games played. Again, these data 
are consistent with a later game meta. Looking at 
potentially weaker picks, we can turn our heads to 
Ravana. The Demon King of Lanka had a coming out 
party at the Smite Masters LAN, and he continued 
to shine during the SPL Summer Split. However, 
during Dreamhack, Ravana lost more games than 
he won, losing 7 games compared to 6 wins. While 
that’s no massive disparity, it is an indicator that 


Ravana might not be as dominant as we all thought. 


Conclusion: 

To say that we are in a late game meta would 
be disingenuous. We saw an early game god like 
Odin come in and win 6 games, while only losing 1. 
Perhaps this means that Odin isn’t as early game as 
we all thought, he definitely proved to be effective in 
the late game this tournament. When players utilize 


the Odin cage to zone the enemy team, as a barrier 


rather than a cage, his value skyrocketed, although 


his early game damage cannot be denied. Regardless, 
the meta that Dreamhack was in was a shifting one. 

It had a blend of early game and late game, but at 

the very least, the games were no longer dominated 


by a single early game move, for the most part. 


By Isacc Weissman 
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DREAMHACK 


VALENCIA 2017 


SUMMER FINALS LAN 


he SMITE Summer Split came to a close 

this year with DreamHack in Valencia, 

Spain. From July 13th to July 17th, the 
top 9 teams from various regions (4 from Europe, 
3 from North America, and 1 from Latin America] 
competed for the grand prize of $60,000 and the 
title of the best team in the Summer Split. The 
European teams consisted of Dignitas, NRG, Rival, 
and Obey. Trifecta, Spacestation, and Luminosity 
made up the North American side, and Black 
Dragons were the Latin American team to make it. 

The tournament itself had 3 rounds, 1 on each 

day. The first day consisted of 4 sets, each with a best 


of 3 match. Day 2 was a best of 5, as was day 3. Each 
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By Courtney Zammit ~~~ 
match was final and the losing team in each bracket 


was knocked out as the tournament progressed. 


DAY 1 


Dignitas vs Black Dragons 

The first day started off with the set between 
the European squad Dignitas and the Latin Americans 
of Black Dragons. While the first game started off 
a bit slow, Dig quickly reminded everyone how they 
earned the spot of the seed coming out of Europe. 
The first game was over in 26 minutes. In game two, 
Black Dragons seemed to wake up a bit and played 


a lot more aggressive. The jungler, oShip, opted for 
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the more mobile Susano over the Ravana pick from 
the first game. This allowed him to put a lot more 
pressure on midlane Zyrhoes, who was playing 
Thoth. However, even with the more aggressive team 
composition and smarter tactics, Dig still game out 
on top in a 28 minute game. Unfortunately for the 


LATAM squad, this meant an immediate elimination. 


NRG vs Trifecta 

Snoopy played as Ah Muzen Cab. Yes, you read 
that correctly. The Mayan god of bees was played in this 
set against the reigning world champs. While normally 
this would be a very worrisome pick, Trifecta managed 
to make it work and took the first game. The second 
game seemed to wake NRG up a bit and even though 
they didn’t have very good objective control (they didn’t 
manage to drop a tower until around the 34 minute 
mark!), the second game went in NRG’s favor. Picks 
and bans did end up going the way of NRG for game 
3, however, since Chronos was allowed through. After 
being allowed to pick the god that earned him the title 
of MVP at the world championship, Emilitoo became 


the bane of Trifecta and carried his team to victory. 


Spacestation vs Rival 

It’s fair to say that this set was very one sided. 
Game 1 started with first blood 5 minutes in and 
things only continued to spiral out of control for 
Spacestation. Instead of dragging it out, Spacestation 
opted for the 20 minute surrender, which is the earliest 
time allowed for a surrender at a LAN. The second 
game of the set looked a bit better, with Spacestation 
earning first blood at the 4 minute mark. However, 
Rival was not to be stopped. Their objective control, 
team fighting skills, and all around map awareness 
was just too much for Spacestation to handle and 


they ended up taking the set in a 2-0 victory. 
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Obey vs Luminosity (LG) 

The final set of day 1 was closed out with 
another EU vs NA matchup. Obey came ready to 
fight, and that’s exactly what they did in game one. 
CaptainTwig’s jungle Odin was a major factor in not 
only the killcount of the players, but it also helped 
with map control and zoning. It had such a big impact 
in game 1 that it forced LG to use one of their bans 
specifically for Odin. Unfortunately, this allowed Obey 
to not only pick up Bellona, but they were also able 
to grab Osiris for another warrior jungle pick. LG did 
start to fight back into the EU team, but the disciplined 
Obey squad stayed firm and wrapped up the set, 2-0. 


DAY 2 


Dignitas vs NRG 

This was one of the more anticipated sets of 
the tournament- the number 1 seed in Europe versus 
the 2 time world champions. The first game of this 
best of 5 set started slow. Both teams played very 
defensively, appearing to be feeling each other out. 
While the first game seemed to be going in NRG's 
favor, Dig managed to pull out a victory. The first game 
managed to set the tone for the rest of the match. 
Game 2 consisted of Qvofred and Variety keeping 
Dimi down for most of the early game, if not the 
entire match. Without the major front-liner, NRG fell 
apart and lost the second game as well. Game 3 had 
a similar feel to it, but was nowhere near as quick. 
Adapting decided to go for something a bit off meta and 
pull out the Ao Kuang, but the combination of Variety 
and Qvofred proved to be a lot more than NRG could 
handle. Along with those two, the ADC Arkyll had an 
incredible game on Hou Yi. After 53 minutes, NRG 


called it quits and surrendered, giving Dig the 3-0 win. 
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Obey vs Rival 
Day 2 ended with the last two EU teams squaring 

off. Obey managed to pick up the first game, even 
with the double guardian composition that Rival put 
together. While Geb was a highly contested pick this 
tournament, the Geb solo just didn't pan out the way 
Deathwalker seemed to want. Game 2, however, was 
a different story. Rival’s jungler IcelceBaby managed 
to stay ahead of his opposition for most of the game, 
which allowed Rival to continue to have map control. 
Despite their performance in the first match, Obey 
dropped the second game. The momentum carried 
over into game 3, with IcelceBaby commanding the 
jungle as Camazotz and the midlaner Wlfy coming 
up huge on Ra. Unlike the previous game that lasted 
almost 38 minutes, game 3 was over and done with 
in less than 25. As the fourth game progressed, it 
was Clear that Rival had both momentum and the 
crowd behind them. Deathwalker was able to keep 
maniakk down in the beginning of the game, gaining 
very similar results to the Dig vs NRG set. This match 
was not just the work of one player, but rather the 
entire squad coming together and just outplaying the 
Obey boys. Rival were able to pull out with another 


victory, leaving it a 3-1 set and advancing to the finals. 


FINALS 


Dignitas vs Rival 

This entire set was just as exciting as anyone 
could have hoped it would be. Starting with game 
1, Rival put early and consistent lane pressure on 
Variety. Unfortunately for them, just early pressure 
isn't able to take out Variety. After exactly 41 minutes, 
the Titan fell and Dig claimed game 1. The Rival boys 
tried their best to claw back and take game 2, but 
it was a very close repeat of the first match. Arkyll 


came up big with his Hou Yi play, and was not only able 
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to help shred through towers, Gold Furys, and Fire 
Giants, but he ended that game with 9 of his team’s 
18 kills. However, Rival didn't get to the finals just to 
lay down and die. Deathwalker was able to pull out 
another guardian solo, this time opting for Ares. At 
first this seemed like a rather strange pick, but with 
their support KaLaS starting in the solo lane as well, 
Deathwalker managed to pick up first blood with only 
1:45 on the clock. Whether it was just the excitement 
from the oddball pick or Dignitas just not being fully 
sure how to handle it, the game quickly fell into Rivals 
lap after a little over 30 minutes. This victory seemed 
to light the fire back into their hearts for game 4. Rival 
was able to keep map pressure, starting with just a 10 
minute Gold Fury. After a grueling 40 minute match, 
they managed to tie up the set. Going into game 9, 
both teams were clearly feeling the pressure and 
mental exhaustion. While the game itself started out 
normal, around the 20 minute mark there was a call 
made on the Dignitas team to grab the Fire Giant. Not 
a single member on the side of Rival was aware of it, 
and one could argue that this call was what officially 
tipped the scales in Dignitas’ favor. From there Dig 
was able to grab the Portal Demon, the Gold Fury, and 
even the first phoenix of the game. Rival tried to come 
back but by this point it was too late. In less than 30 
minutes Dignitas was able to close out the set and 


beat Rival, 3-2, and declare themselves the winners. 


While some games were more exciting 
than others, each team definitely played their 
hardest. The teams have some time to practice 
and prepare for the Fall Split, which Is followed 
by the SMITE World Championship. Hopefully the 
upcoming series Is just as, if not more, exciting. 
Congratulations to all the teams that made it, 
and congratulations to Dignitas on the victory! 


By Courtney Zammit 
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Artwork by Antonia Mitchell 


Ganesha 


LeeLee eeeeceoccccocddddeedddddddeceaceededaddaeedddeedadddeeedceecdeeeeddddeeeddceeeeddccdeeecceaededdeceedddeeeddddaaeeeddeeededddececddaadaeecdedceeedddddeeeddedddaaeddadeeddceedddeeedddd adaacdccddececdceeececdcdeeeeeedddaeedddcdeeeeddeecddcdaececddddaeeddaeecdadcdeecceededeeedcddddaeedadcdeeeededddeedddddeddaedecddeeecdceedeccdcddeeeeddcaeceddccdaeeedeeaceedddddeeeeddecaeeeeecdeecdcdddeedddddeeeeddddeeeedddaeecdecdaeedddddeeecddcdeecedddddaeecdcecdeddaeeededddeeeadeeeeddddaeecdeddaeedddddeeedddceeeedcddeecdeeeeededdeeddaddeeedcddeedeeedcdaeecdeddaeeecddddaeeddddeeddddeecddeeedeeecdcdddaeeddddddaeeddecdeeeddaaeeedddaaeedddaeecdedddeedddd 


agazine 


OnM 


Game 


The 


Issue #37 


ine 


rd 
Zz 


MITE Maga 


S 


SR \\ 


SUMMER 


FINALS 


») DREAMHACK 


VALENCIA 2017 


SMITE CONSOLE LEAGUE 
SUMMER FINALS SUMMARY 


By Zachary McFarland ~~~ 

he SMITE Console League Summer Split Obey Alliance 

was capped off by a LAN tournament Dwurst, Myflin, Delta Marine72, pbnjelly, Mancer 

at DreamHack Valencia. The Smite 
teams on the Xbox competed for their share of Obey Alliance were the first seeded team coming 
a $50,000 prizepool. The teams that attended out of North America. This is the team that won 
were the top three seeds from North America, the world championship last year under the Team 
Obey Alliance, Soar Gaming, and Astral Authority Eager brand. After a middling Spring Split, hunter 
and the best European Team, Team Rival. North player Aircougar retired and was replaced with 
America was given such a presence because they Mancer. This team was very strong this split and 
have historically performed much better than the looked to regain their spot at the top of Xbox Smite. 
European Region. The tournament started with 
best of 3 semifinals and the finals were Boo. This Soar Gaming 
article will cover the team rosters and summarize StormyRays, Kaeyden, Shalib3r, 
the games at the SCL Summer Finals LAN. themedievaldoc, Zachsy 
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This Soar Gaming roster is very different from 
the iteration that got second at the last worlds, 
only keeping Shalib3r, and he wasn't even on the 
team for part of the split. Soar greatly improved 
through the Summer Split and looked like they could 
challenge the best and potentially hold the trophy. 


Astral Authority 
Wolves, KhaoticPurpose, Coviil, 


elBrOchacho, Transonics 


Astral Authority were the super team formed 
shortly before Season 4 started. After winning the 
Spring Finals, Astral were decent this split, just 
making it to the LAN as the third place North American 
team and bottom tournament seed. Astral Authority 


were seeking to win their second LAN in a row. 


Team Rival 
Gnome, Rapio, WatsonV3, JacobHL, Dobson 


Team Rival were the European representatives 
at DreamHack Valencia. They are the clear best 
team in their region, always dominating their fellow 
Europeans but always falling short at international 
LANS. This was Rival'’s chance to prove that they 
and their region were competitors at this game and 


there was no better place than on European soil. 


Obey Alliance vs Astral Authority 


The first set of DreamHack saw the champions 
from the last worlds tournament facing off against 
the winners of the last split. Both teams really needed 
to prove themselves and make it to the finals. Mids 
were heavily banned out in the first game, with six 
Mages being removed. Obey drafted a mid game 


composition with Awilix to help snowball the early 
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game. Astral opted to draft a late game-oriented team, 
with several hyper carries. Obey had an amazing start, 
jump starting a lead by catching Astral at their own 
speed and punishing the invade. As the game went 
later, however, Astral Authority kept gaining ground, 
eventually outscaling Obey and running them over in 
the late game. Obey Alliance picked a snowball comp, 
but could not win before Astral came online. Brochaco 
was the clear MVP of the game, utilizing Athena's taunt 


to near perfection and setting up his team’s victory. 


For game 2, Astral Authority took the Awilix for 
themselves while Obey grabbed a tanky composition to 
back up Delta Marine's feared He Bo. Obey controlled 
the early mid game and Covil was massively behind. 
However, Astral were able to tie the game at around 
23 minutes by stealing a gold fury. Fights were 
going back and forth until Delta Marine lined up 
his Crushing Wave and 1-shot the carries of Obey. 

The lead gained from that one play was enough for 


Obey Alliance to win the game and tie the series. 


There was a very fun draft in game 3. Zeus was 
left open so Astral Authority grabbed him, but Delta 
Marine was allowed to be on his He Bo again. Wolves 
played his famed Odin to pair with the Zeus, but Myflin 
grabbed Bastet to kill the Zeus. Astral kept a healthy 
lead from the start, but Obey were able to slow the 
bleeding. Delta Marine was kept down but the game 
really revolved around KhaoticPurpose on Thor. He ran 
the game, eventually achieving a 13-1-8 slashline and 
he practically beat Obey by himself, bringing Astral 


Authority the game victory and advancing to the finals. 


Team Rival vs Soar Gaming 


The second semi final set had the up and coming 


Soar Gaming facing against the European hopefuls 
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SEMIFINALS MATCH 1 
@BEST OF THREE 


of Team Rival. In the first game, both teams drafted 
largely scaling compositions. Rapio secured himself a 
lead in the middle of the map while the Soar side laners 
oppressed those of Rival. Soar break open the game 24 
minutes in, with StormyRays providing great clean up 
on Ravana. At the 35-minute mark, Soar were 10k gold 
up and god decided, allowing Rival to tie up the game. 


Rival then have an easy enough time closing the game. 


In the second game, Rival had a significantly 


superior draft consisting of Sol, Rama, and 3 tanks 


while Soar were more comfort oriented, with 
fficial SMITE Magazine Issue #37 


fe OBEY ALLIANCE——[ 0 | 
x ASTRAL AUTHORITY—[ 0 | 


s FINALS MATCH 3 
BEST OF FIVE 


MATCH 1 WINNER 


MATCH 2 WINNER 


Kaeygen on Fenrir. Again, Rapio and the Rival 3v3 
dominate that of Soar while the North American 
side laners were ahead. Rival get a deicide at 16 
minutes and seal the game, winning the set and 


finally toppling a North American team on LAN. 
Astral Authority vs Team Rival 


In the finals of the SMITE Console League 
Summer LAN, we saw the victors of the last LAN 
face a European team with homefield advantage. 


In the first game, Rival banned out Wolves, forcing 
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SEMIFINALS MATCH 2 
BEST OF THREE 


—— SOAR GAMING — — 
— 


—— TEAM RIVAL 


him onto Chaac while Rival picked a beefy comp 
with three tanks and Hades mid. Astral Authority 
steadily grew a lead throughout the game, crushing 
in the mid when Rival's comp should be stronger. 
KP and Covili ran the game. Rival started looking 
good towards the end, but were just too far behind 


and understandably surrendered at 25 minutes. 


Astral Authority showed an interesting draft in 
game 2. Ymir was picked early and given to Wolves 
while ElBrOchacho choose Ne Zha as his support 


god. Rival made some great early plays, punishing 
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Transonics for a greedy start and killing Brochaco a 
few times. Covili also underperformed, but Wolves 
was quietly building a large lead. Despite being up 10 
kills and two gold furies at 28 minutes, Rival only had 
a 1k gold advantage. They were unable to get the stuff 
after the stuff and Astral were farming amazingly. 
Even when they extended their lead, Transonics 
successfully split push to cut the advantage. 

Coviil hit level 20 on Scylla at 41 minutes, but the 
game ended at 43 minutes when KhaoticPurpose 
assassinated Watson and won a fight at Fire Giant, 


leading to Astral killing the Titan shortly after. 


In Game three, Rival banned the Susano that 
KhaoticPurpose had been successful on the last 


two games. This let Coviii get the Zeus that helped 


| Astral win the last LAN. Rival repeated the Camazotz 


and The Morrigan combo that worked against Soar. 
Rival again get an early kill lead focusing the mid 
laner, but are even in gold due to a combination of 
their poor farming and Astral's excellent farming. 
Astral Authority eventually break the deadlock 

and grow the lead Rival couldn't with Brochacho 
again showcasing spectacular support play. They 
cultivate their lead to the point that they can run 


over Team Rival and win the game, set, and LAN. 


Astral Authority won the SMITE Console League 
Summer Finals at DreamHack Valencia. The MVP 
of the event was KhaoticPurpose and he dedicated 
his victory to his grandmother, who had recently 
passed away. With the Summer Split over, teams 
are looking towards the Fall Split and the LANs at 
the end, with the end goal of winning the SMITE 


Console League World Championships in January. 


By Zachary McFarland 
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Newest God Released: 
Head Over Heals Cupid 
See You Next Issue! 


